PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO” 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE ! 
YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 


* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 


* Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible 
2. Play video games on the smallest available television screen. 
3, Do not play if you are tired or need sleep. 
4, Play in a well-lit room, 
5, Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions to 
avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 
* Avoid excessive play. It is recommended that parents monitor their children for appropriate play 
+ Take a 10 to 15 minute break every hour, even if you don't think you need it. 
* It your hands, wrists or arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 
+ If you continue to have sore hands, wrists or arms or eyes during or alter play, stop 
playing and see a doctor. 


AAWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds, 
To avoid battery leakage: 
+ Do not mix used and new batteries (replace all batteries at the same time) 
Do not mix alkaline and carbon zinc batteries. 
Do not mix different brands of batteries. 
Do not use nickel cadmium batteries. 
Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 
+ Do not leave batteries in the Game Boy or accessory for long periods of non-use. 
* Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 
+ Do not recharge the batteries. 
* Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 
Do not dispose of batteries in a fire. 


THIS GAME PAK WILL WORK ONLY WITH THE 
GAME BOY® ADVANCE VIDEO GAME SYSTEM. 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 


THIS GAME PAK INCLUDES A MULTIPLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK CABLE. 


i o ORIGINAL GAME © SEGA ®SONICTEAM / SEGA, 2003. All Rights 
ROGERS Unea ag atnes Reserved. SEGA is registered in the US Patent and Trademark Office 
and related SEGA, SEGA logo, Sonic Battle, Sonic the Nedgehog and all related 

characters are registered wademarks or trademarks af SEGA 
products. CORPORATION or its affiliates. The product is manufactured under icons 

from SEGA CORPORATION, 1-2-12 Haneda, Ohta-ku. Tokyo, 144-8531 
Nando dos rot icant th sala rvs of proders Japan. wewwsega.com. Exciusively distributed by THO Inc. THO and its 
tout a Ocal Monae Ses jogo are tradomarks and/or registered trademarks of THO inc. All rights 

reserved. All other trademarks, copyrights and/or logos are property of 
their respective owners 


Imortont Legal Information 
Copying of ony video game for ony Nintendo system is illegal ond is strictly rohibited by domestic and 
EVERYONE international intellectual roperty laws. “Bock-op" or “archival” copes ae aot cuthorzed and ae not 
necessary to protect your software. Violators will be prosecuted. 
This video game is not designed for use with ony unouthorized copying device or any unlicensed 
accessory. Use of ony such device will invalidate your Nintendo product warranty. Nintendo (and/or any 
Nintendo licensee or distributor) is not responsible for any damoge or loss caused by the use of any such 
device. If use of such device causes your game to stoporerating, disconnect the device carefully to avoid 
damage ond resume normal game ay. If your game ceases to operate and you have no device attached 
to it, ease contact the game publisher's "Technical Sugort” or "Customer Service" degartment. 
The contents of this notice do not interfere with your statutory rights. 
LICENSED BY This booklet ond other rinted materials occompanying this game are protected by domestic and 
international intellectual roperty laws. 
Rev-D (U) 


NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO, 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 
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One day, while wandering around, Sonic caught a glimpse of something on Emerald Beach. 


What he saw upon reaching the Beach was a battered robot. Although he tried to communi- 
cate with it, there was barely a response. 


Then he hit upon the idea; “| know who can fix this robot - Tails!" However, soon after, 
Shadow appeared wanting the robot 


"So you already have it. Give me the robot, Sonic” said Shadow. 


“What if | say no?” Sonic responded 


It seems another storm is starting to brew. 


Emerl is capable of strengthening himself 
by acquiring his opponent's moves 
Collect as many moves as possible and 
customize Emerl's fighting skills! 


Sonic is a hedgehog who runs at superson- QS» 
ic speed. Check out his excellent balance of 
attack, defense moves and ability to run at 
super-sonic speeds. Knock-out opponents 
using a snappy dance-inspired move! 


5 MILES “TAILS" PROWER 


“Tails" has invented a number of unique com- 
bined moves. Create a variety of combos with 
his consecutive attacks and inventions. 
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CHARACTERS 


Knuckles is an enthusiastic fighter who can 
knock down his opponents with only a single 
hit. Keep punching opponents to defeat 
them quickly! 


AMY ROSE 


Amy is a cheerful and energetic girl who 
attacks opponents with her Piko Piko 

Hammer. You may win a battle simply by 
swinging it around. 


Shadow can move from place to place without 
detection. He will vanish and attack, and then 
appear again, Watch out for his ultimate speed! 
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CHARACTERS 


CREAM THE RABBIT 


Cream has a constant companion in her 
best friend, Cheese. Joining hands, Cream 
and Cheese not only work well together, 
but also give each other courage! 


ROUGE THE BAT 


Rouge is the “world’s greatest thief." There's 
no doubt that her battle style will rock your 
world! 


DR.EGGMAN 


Dr. Eggman, a genius scientist, is always 
hatching plots to take over the world. He was 
allegedly in the process of attempting to make 
use of Emerl for an unknown purpose. 
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Pexsicconrois 


The button assignments mentioned below are based on controls in Menu Mode. See P.7 to 


P.9 for control details in Battle Mode. 


Return to the Title Screen 


To return to the Title Screen, press START 
and SELECT simultaneously while press- 
ing the A Button as well as the B Button 
Please note that if returning to the Title 
Screen by the above procedure, the 
game data will NOT be saved 


R Button 
A Button 
B Button 


SELECT 


: 
: 


BASIC CONTROLS 


PRETO rn 


A variety of actions can be performed using different button combinations. Note that the 
actions below are common to all characters. 


Controls while moving 
Control Pad A Button 


Move a character in 8 different directions. Press the A Button to jump. Pressing it again while 
a character is in mid-air makes an airborne jump. 


Press Control Pad twice Press L Button twice Rotate Map 


Pressing the Control Pad twice in the same direc- Rotate the Map 180 degrees. 
tion makes a character dash in that direction. 


Controls for defense / recovery 
(Button Hold down | Button 


Cover a character with a shield and make it invul- HP of a character is gradually recovered while holding the 
nerable to attack from opponents momentarily. L Button down. While the HP is being recovered, you can 
use the Control Pad @# to look around. Be aware that 
you will also be vulnerable to attack from opponents 
ig 


BASIC CONTROLS 


Controls while moving 


B Button Light Attack 


Attack opponents. You can inflict other moves by pressing the B Button 
or the Control Pad consecutively. 


Press B Button 3 times 


To strike opponents continuously, press the B Button 3 times to impose a 
Light Attack. If you press the B Button 4 times, a Heavy Attack is performed. 


Control Pad + 8 Button Heavy Attack / Upper Attack 


Blow opponents away and damage them effectively. Pressing the B Button 
in the opposite direction of the opponent blows them away into the air. 


8 Button during jump 


Inflict moves in mid-air. The move varies for each character. 


B Button during dash Dash Attack 


Inflict a powerful attack while dashing. Although it depends on each char- 
acter, you may blast off or send opponents flying using this command. 


BASIC CONTROLS 


R Button Special Move 


Special Moves are unique to each character. There are 3 types: 
Aerial, Ground and Defend. They can be customized before a 
battle starts or during an intermission. For more details, see P.15. 


Chase and Attack 
Control Pad during Heavy Attack 


Push the Control Pad in the direction an opponent is blown away in 
order to run after it. 


B Button during chase Chase and Attack 


If you press the B Button at the right moment while blowing off an opponent 
or chasing after an opponent, you may bang the opponent on to the ground. 
How much damage it can cause the opponent varies upon the timing. 


Chase and Attack 
Control Pad towards opponents 


With this command, the damage caused to a character when knocked into a wall is reduced to 0. 
However, the character will receive the default set damage in the following mid-air battle 


Pscarvriecame 


The Title Screen will be displayed if you press START during the intro- 
duction, Press START once again to display the Mode Selection Screen 


Pramcentey 


When playing a new game for the first time, or starting a game after the saved game data |s 
deleted, you will be asked to press START to confirm 


Pseuecrcame mone ///] 


Select from 5 possible game modes. 


In this mode, collect skills from the various Select 4 characters to play as. You can either play solo 
characters and develop the mysterious robot —_ against the COM characters or play against others 
named Emerl. There are 8 stories in total. using the Game Boy’ Advance Game Link* Cables. 
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GAME START 


CHALLENGE MODE => P28 TRAINING MODE P30 


Play as 1 character to win 5 battles. The In this mode, you can practice your battle 
number of characters to fight in each battle techniques against the COM. The COM can 
varies. Knocking opponents down 10 times be customized. 

leads you to the next round 


A variety of Mini Games are available in this | Check out the Battle Records and popular 
mode. Enjoy the Mini Games by yourself or characters played. 

with up to 3 other players using the Game 

Boy” Advance Game Link” Cables. 


OPTIONS P.33 
Modify the Language Settings or check out the BGM sounds. You can also delete the saved data. 


AUTO SAVE 


In this game, the data is automatically saved after a battle is complete, an event is finished, the 
skills of Emer! have been modified, or if “Quit” is selected from the Pause Menu. Do not turn 
off the power while data is being saved, otherwise it may cause your data to become corrupted. 
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fuowrostarr 


After the Story Mode is selected, the Character Selection Screen 
will appear. Note that only Sonic can be chosen at first. Information 
continuing a previously saved game is below. 


Resume the Game 


Press the A Button to continue a previously played character chapter. 


Play the Other Episodes 


Selecting this enables you to abort the story you have been playing, and begin a new story 
using other characters. Note that all the skills Emerl has obtained will be saved and can be 
used in a new story, however, earlier competed episodes will be erased 


| Select Characters : 


You will be asked to select more characters when the “Play The Other Episodes” are chosen 
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STORY MODE 


Controls in Menu Mode 
Control Pad Select Items 
iC SIART ies Start Game 


| AButton | Button Enter 


| BButton | Button Cancel 


@ If you position the arrow on this point and enter, an event starts. 


@ Your character moves with this icon. Hold the B Button down to move the icon 
promptly. 


© This is your selected playable character. If there is another character with you, it will be 
displayed also 


Press START to pause the game. Note that the game cannot be paused when an event is taking place. By 
choosing CONTINUE, you can resume the game. Select QUIT to return to the Mode Selection Screen. 
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STORY MODE 


Puowro starr 1/7] 


The story proceeds in Emerald Town, where @ Move around the World Map 
Sonic and other characters live, and neigh- 
boring towns. Through various events which 
happen in each town, move on to the next 


event/story by winning battles. @ Enter the battle 
ww 
© Win the battle and obtain skills 


@ Move around the World Map 


Move the arrow to a point where events take place and then you will see the characters following the arrow icon 
automatically. Also on the World Map Screen, press the R Button to switch the screen to the Edit Screen (P17). 


@ Events occur 


‘Upon selecting a point, the story wil proceed following the events. Note that depending on the event, the story may proceed without playing the battle. 


© Enter the battle 


Following the event, you may play a battle, Set a knockdown move to each Ground Attack, Aerial Attack and Defend. Note that winning 
conditions vary upon each battle. By winning a battle, you can proceed with the story, and move on to a new area or obtain new skills 
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STORY MODE 


© Win the battle and obtain skills 


When Emer! joins a battle, he learns attack moves by watching or receiving, This is called a "Capture." To use the acquired 
move, they must be customized on the Editing Screen, Also, Emer will be granted Skill Points (P21) after playing a battle, 


BATTLE FLOW T/T I BATTLE FLOW 
Although they differ 5 ° ESerT iar @ Allocate and set Special Moves 


according to each bad 
@ The battle begins 


battle, there are some 
typical rules, 


a af be td 

© Win the battle J @ Lose the battle 
— — 

@ Next Story @ Retry 

@ Allocate and set the Special Moves 


Special Moves can be categorized into 3 types. Ground is for attacking opponents on the ground / 
Aerial is for striking opponents in mid-air / Defend is to guard yourself from attack from opponents. 


| Defend: An attack using a move customized to “Defend” cannot damage your character. For instance, if a 
| move categorized to "Power" is customized to "Defend," you will become invulnerable to attack from Power 
category from opponents, Make sure to allocate the moves opponents use with frequency to "Defend." 
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STORY MODE 


POWER: Direct Attack SHOT: Long-range Attack SET: Mine Blast 
Power gives Attack opponents Set a trap and give 
opponents explo- inflicting moves opponents great 
sive damage. such as damage. The mine 

Shockwave or can be set off if 
Energy Ball at long range. either opponents step on it or 
the R Button is pressed. 
@ The battle begins 


Once the moves are customized, the battle begins, You can play the battle by yourself or 
with up to 3 other players. 


©/O Win the battle / Next Story 


After knocking down opponents for a certain number of times and winning the battle, you will obtain 
the Skill Points (P.21) and proceed to the next event/story. In battle, Emer! may learn and capture moves. 


@/@ Lose the battle / Retry 


If the HP goes down to 0 and you are knocked down, you can customize your moves again. 
If you lost a battle, you have an option to retry. 
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STORY MODE 


inessetetninemenmansintania fie! 


Once the story advances, the Edit Screen will be available in the field 


by pressing the R Button. Set up combinations or moves Emer! has 
obtained 


Set the move Emerl has acquired. You can customize not only the moves he has learned but the way 
he moves/acts and his body color. Note that in order to set the skills, Skill Points (P21) are needed 


W Running Skill: A skill related to the velocity of Map movement. 

@ Dashing Skill Captured skill of a Character's dashing movement. 

@ Jumping Skill Captured skill of a Character's jumping movement. 

Air Action Captured skill of a Character’s aerial action 

@ Guard Skill Captured skill of a Character's Guarding movement. 

@ Heal Skill : Captured skill of a Character’s movement when the HP is being recovered, 
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STORY MODE 


ATTACK 


@ First Attack 

@ Second Attack 
@ Third Attack 
@ Heavy Attack 
@ Upper Attack 
@ Dash Attack 
M Air Attack 

@ Pursuit Attack 
@ Ground Shot 
@ Air Shot 

@ Ground Power 
@ Air Power 

@ Ground Trap 
@ Air Trap 


First attack made when executing a combo. 
Second attack made when executing a combo. 
Third attack made when executing a combo. 
Skill to blow opponents away. 

Skill to knocking opponents upwards. 


: Skill to attack while dashing, 


Skill to attack while jumping. 

Skill to inflict Pursuit Attack 

Special move in which Shot has been added to a Ground Attack. 
Special move in which Shot has been added to an Air Attack 
Special move in which Shot has been added to a Ground Attack 
Special move in which Power has been added to an Air Attack 
Special move in which a Mine is set to a Ground Attack. 

Special move in which a Mine is set to an Air Attack 
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STORY MODE 


OTHERS 


@ Fighting Pose : A skill shown when a character is not moving. 
@ Strength Support A special skill to strengthen the internal defense ability. 
@ Attack Support : A special skill to stimulate the internal attack ability. 
@ Support of Others A special, but mysterious skill. 
@ Color 1 A skill to modify the color of the horn. 
@ Color 2 A skill to change the body color. 
@ Color 3 A skill to alter the color of details such as fists. 
ALL 


You can edit the skills for “Move,” “Attack” and “Others” in this section 


| Help 
While each skill is selected, press the R Button to view the detailed 
| information. 
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STOR DE 


The data of Emerl’s customized skills can be saved. You can save the edit- 
ed data in up to 3 files. The data is saved just before or after the selected 
data is switched. 


Skill List 


All the skills captured can be viewed. You can also check out the number 
of the skills you have obtained. 


Using the Game Boy” Advance Game Link’ Cable(s), you are able to exchange skills 
with other players. Fist, go to the “Skil Exchange” screen following a connection to 
each Game Boy" Advance system. The player to send the skills should choose a skill | 

to transfer. In the meantime, the player to receive the skils should enter YES when the ex 
Screen shown on the rights shown. To cancel the transmission, press the B Button 


Return to the game 


Quit editing and return to the story. 
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STORY MODE 


Fscirowrs 


Before setting the skills to Emerl, you need to obtain Skill Points. 
See below for details. 


What are Skill Points? 


Skill Points are points required upon setting the captured skills to Emerl. The skills captured 
from every character are rated according to their difficulty, which can be distinguished by the 
number of Star Marks. The more powerful the skill is to set to Emerl, the more Skill Points are 
necessary. One Star Mark is equivalent of 5 Skill Points. 


How to obtain Skill Points 
@ Follow either of the 2 procedures mentioned below to obtain Skill Points. 


You will be rewarded Skill Points by winning battl he number 
of Skill Points depends on the battle. 
Obtain Chaos Emeralds in areas such as events. One Chaos 

a elu | Emerald equals 10 Skill Points. 


21 


STORY MODE 


PICHIKORO GAUGE /// 


The blue gauge above the HP is called Ichikoro Gauge. If the Ichikoro 
Gauge is filled, it may enable you to reverse a losing battle. 


_ 
Power up the Special Move 


By hitting the Special Move when the Ichikoro Gaue is fully filled up, you can defeat an opponent in one 
hit. Ichikoro Gauge can be used by any character. Once the Special Move is used, the Ichikoro Gauge goes 
down to 0. Note that the Special Move allocated to “Defend” does not give opponents extra damage. 


@ Follow any of the 3 procedures shown below to increase the Gauge 


Receive damage By receiving damage from opponents, the eighth of the received 
damage is transferred to the gauge. 


By defending yourself from being attacked, half of the received damage is transferred to 
the gauge. However, note that when an opponent's Ichikoro Gauge is full, and if you can 
successfully defend yourself from attack of the opponent, your Ichikoro Gauge wil fill up 


| Recover HP | As the HP is being recovered, the Gauge will gradually fill up 


22 


Defend from attack 


HOW TO CONNECT GAME BOY ADVANCE GAME LINK® CABLE(S) 


@ What you need 


@ Game Boy” Advance systems ............-. same number of players 
@ “Sonic Battle™" Game Pak 
SINGIGS PLAY? a -vis.ie earns. diaie'vinrs wer HO ape | 
Multi-Play . bas eee tajeesesintear de ate ...-. Same number of players 
@ Game Boy" Advance Game Link Cables 
Bo PNAS a ates ai, os chasicw cal ovo elastin aaRinea ee Giieweia 
3 Players a 
EP LY Eye: axsrccmci nnn una har Eas sli tins ASRS bso iS tik neti SER 3 


@ Caution on Link Play 

On the following conditions, the game may not be able to communicate, or may malfunction 

@ When linking with a cable other than Game Boy” Advance Game Link” Cable. 

@ When the Game Boy” Advance Game Link” Cable is not connected all the way in. 

@ When you disconnect and connect the Game Boy” Advance Game Link” Cable while 
communicating. 

@ When the Game Boy” Advance Game Link” Cable and each Game Boy® Advance system 
are not connected properly. 

@ With Single-Play, when the GamePak is inserted into Game Boy” Advance unit other 
than 1P's. 

@ When you have 5 or more Game Boy” Advance systems connected. 
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HOW TO CONNECT GAME BOY” ADVANCE GAME LINK® CABLE(S) 


low to Connect 
1. Make sure that all Game Boy” Advance Systems are turned OFF and insert the Game 


Pak into each system (only to 1P's system on Single-Play). 

2, Connect the Game Boy” Advance Game Link" Cable(s). 

3. Connect the Game Boy" Advance Game Link" Cable to each Game Boy" Advance's 
expansion connecter. Make sure that the smaller plug is connected to 1P’s system. 

4. Turn the power of all Game Boy” Advance systems ON, 

5. For controls afterwards, refer to p.25. 


* Ifyou are playing with 2 or 3 players, do not connect 
any Game Boy" Advance systems(s) or Game Boy" 
Advance Game Link" Cable(s) that will not be used, 

* The Game Boy” Advance with smaller plug connected 
becomes 1P. 


Four-player hook-up (Multi-Play) using the Game 
Boy® Advance Game Link® Cable. 


Connect the Game Boy" Advance Game Link” Cable 
and Game Boy" Advance systems according to the 
diagram. (Notice the size of the plugs and the location 

of the Game Pak.) 
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In this mode, enjoy a battle with other players or COM. For Multi-Play, each 
player requires a “Sonic Battle™" Game Pak and Game Boy“ Advance 
Game Link® Cable(s) (sold separately) for the number of players battling. 


Select a Character 


Choose your character as well as for COM. Use the R Button to switch the screen to the 
Rule Setting Screen, and the L Button to go to the Map Selection Screen 


LButton ]ia og w 
Map Selection Rule Settings 


You can choose the stages to battle Set the rules to use in a battle. Customize 


and set the order of using them. If not 
chosen, they will be selected randomly. 
See P.27 for details. 


them well to battle effectively, See P.26 
for more details. 


bil ww 


BEGIN THE BATTLE! 
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BATTLE MODE 


fue serrncs 


Modify the settings to use in the Battle Mode. Once the modifications 
are made, press the R Button to return to the Character Selection 
Screen, Press the L Button to proceed to the Map Selection Screen. 


In this section, you can alter the winning conditions. As mentioned below, there are 3 condi- 
tions to be modified. First, use the Control Pad to modify the rules and change a number for 
each section 


The number you have set in this section shows how many opponents you will have 
ko to defeat so as to win a battle, The number can be chosen from 5, 10, 15, 30, 99. 


This is a Time Limit in which you will win as many knock outs as you can. The 


TIME time can be chosen from 2/3 /5/ 10min 


SURVIVAL Win a battle with the number of lives remaining. Choose the number of lives 
(LIFE) — from 3, 5, 10, 15, 30. 
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BATTLE MODE 


TAG 


Make a team with another character and win a battle! On the Character Selection Screen, use the Control Pad 
to modify the color of the plates. You can also hit your allies by turning the settings of "Hit the ally" to ON. 
However, please note that by knocking out your allies, the number of KO or the life of the allies may decrease. 


INTERVAL 


If the HP drops down to 0, you can modify the time of how long the screen is displayed to customize the 
Special Move before restarting the battle. Choose the time from; 5/10/20/30 sec. 


Auto Handicap 


if the HP of a character has been dropped down, you can power up the attack power or the power of 
Special Move of the character. By strengthening the power, you may be able to reserve the battle and win. 


com 


Change the Attack Power of the COM players. The power is set in 5 different levels from "Very Easy" to 
"Very Strong.” 


Purr sescron 7 


Set the order of the maps to use in the battle. If it is not chosen, the maps will appear in a random order. 
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Puow to start | 


Win all the 5 battles against the COM player. Depending on the character cho- 
sen, the COM player also varies. The battle can take place as one to one, or one 
to several players. By winning the battle, you will be granted a score. The score 
given varies upon each battle, The game will be over if you lose the battle, 


Choose a level to play at 


Set the level of opponents. 1 ring shows the opponents that are easiest to defeat. Likewise, 
3 rings show the opponents that are the most powerful and difficult to defeat 


> 


START! 
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CHALLENGE MODE 


Pvow ro view THe screen —_///4 


using the Control Pad 
J s| © Level set for Challenge Mode. The higher the 
number of the rings is, the higher the level, 


51 © Score Record from the last 3 attempts in the 
Challenge Mode. S$ is the highest, and C is the 
lowest. 

@ High Score you have obtained by using the chosen 
character. It can be also shown in levels 


PGAME OVER 


If either you win all 5 battles or the COM wins 10 sets, the game will be over. 
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fuowro stam 


In this mode, you can brush up your battle skills such as entering commands 
or exercising the combos, Pressing START while playing in this mode displays 
the screen on which you can set a character or the opponents’ movements 
To quit the mode, select “Quit the Training” on the Setting Screen. 


Set Items 
Select a character to play ponents’ movements, and a map in which to hold trainings. 
wa 
Set the Special Moves 
bai 


i 7 


There are 4 items to modify. Once the modifications are made, press START to proceed to the Battle Screen. 
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TRAINING MODE 


CHARACTERS 


Choose 2 characters, one to play as and another to play against for training. 
OPPONENTS’ MOVEMENTS 


Set a movement of your opponents’ from the choices below. Once it is set, it can be used constantly, 


@ Standing Keep Standing still. 

@Jump : Jump over and over again on the spot 
@Run : Continue to Run circling 

@ Guard Utilize Guard repeatedly. 

W Light Attack =: Impose the first punch of combo repeatedly. 


W Heavy Attack =: Keep imposing a Heavy Attack. 
™@ Upper Attack =: Force a Upper Attack continuously. 
TRAINING MAP 
Choose a map to use in this mode. 
FINISH TRAINING 
Quit this mode and go to the Mode Selection Screen. 
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Pouay usinc 1 came vax ///4 


In this mode, up to 4 players can play together. Please note that Game 
Boy* Advance Game Link* Cable(s) is (are) necessary when playing a 
game in the Multi-Player Mode. 


Connect Game Boy® Advance Game Link® Cables (sold separately) 


a: 

Select the Mini Games 
b> 
Wait 


Wait forthe other players to get ready for the game. Once all the connections for every character are done, press the A Button 
BEGIN THE Mini Games! 
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BATTLE RECORDS 
Check out your past battle record in the Battle Mode. 
CHECK OUT THE RECORDS / // MSSetaE iia cereal aetna 
OPTIONS 
MODIFY VARIOUS SETTINGS TTA 


In this mode, you can change a variety of settings or check out the BGM used in the game 


CTD Switch the language used in the game 


SOUND TEST Check out the BGM or the SE used in the game. 
SAVE DATA. Delete and initialize all the data. Please be advised that once the data 


is deleted, it cannot be recovered 


Error Message List: If you encounter 
may be displayed on the screen. See below for the solutions 


ny problems during gameplay, the following error messages 


+ A communication error has occurred. Make sure the Game Boy® Advance Game Link’ 
Cable(s) is connected properly and turn on the Game Boy® Advance once again 
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LIMITED WARRANTY 


Warranty and Service Information 
In the uikey event of with (“Product”), need simple instructions to core 
+) Coo Sone epee zr en fewest 


the problem. Please contact the THQ Inc. 
("THQ") Customer Service Department at ( at http://www tha,com before returing the Product to a retailer. Live Customer 
Service Representatives are available to help you Monday th Be ee a er ‘or on the web 24 
hous cy? cy we Please do not send any Product to THO without contacting us frst. Your 5 digit Product Code is 32157. Please use this code to 
identity your Product when contacting us. 


Limited Warranty 


‘THQ warrants to the best of THO’s ability to the original consumer purchaser of the Product that the medium on which the Product is recorded shall be free from 
defects in materials and workmanship for a period (90) days from the original date of purchase. The Product is sold “ass,” without express or implied 


warranty of any kind, and THQ is not responsible for any losses or of any kind from use of this Product. If a defect occurs during this ninety 
(90) “fl THQ will Se Prod fee tia 


day , either repair or , at THOS option, the | ‘charge, In the event that the Product is no longer available, 
may, in its sole discretion, replace the Product with a of value. Us idee stdlccl only if the date of purchase 
‘s registered at point of sale of the consumer can demonstrate, to satistaction, that the product was purchased within the last ninety (90) days, 
To receive warranty service: 
Notify the THQ Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on the web at http.//wwwthg.com. If the 
a eb afe rc ee peat web va e-mail, reba yo orcum tiebadat. dpa to ie 
freight and insurance prepaid by you, together with your dated sales sip or smiarproof-of-purchase within the ninety (90) day warranty prod to: 
ite 

ustomer Service 
Shon Reou oad ete 70 
Calabasas Hil, CA 91301 


THO isnot responsible for unauthoraed returns of Product and reserves the right to send such unauthorized tums back to customers 


ee 


LIMITED WARRANTY 


This warranty shall not be applicable and shall be void if: (a) the defect in the Product has arsen through abuse, unreasonable use, mistreatment or neglect; (b) 
a a ea ae ane eee Fag A Ste Bey ure 
adapters and power supplies); (c) the Product is used for commercial purposes (including rental); (2) the Product is or tampered with; (e) the Product's 
serial number has been altered, defaced or removed. 


Repairs after Expiration of Warranty 


Aer the ninety (90) day warranty pend, defective Product may be replaced in the United States and Canada for US$20.00, The original purchaser i entitled to 
the replacement of defective Product for a fee, only if proof of purchase is provided to THO. Make checks payable to THQ Inc. and return the product along. 
with the original proof of purchase to the address listed above, 


Warranty Limitations 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES OR REPRESENTATIONS OR CLAIMS OF 
‘ANY NATURE SHALL BE BINDING ON OR OBLIGATE THQ. ANY APPLICABLE IMPLIED WARRANTIES OR REPRESENTATIONS, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE 
‘SUBIECT TO THE CONDITIONS SET FORTH HEREIN, IN NO EVENT SHALL THO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING 
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States only. Some states do not alow limitations on how long an implied warranty lasts or exclusion of 
‘consequential or incidental damages, so the above limitations and exclusions may not apply to you, This warranty gives you specific legal nghts, and you may 
also have other rights, which may vary, from state to state. 


Waring 
Copying ofthis Product or any oft contents or elements is legal and is prohibited by United States and interaona copyright laws. Back-up or archiva copies 


of ths Product or any of ts contents or elements are no authonzed and ae not necessary to protect your Product United Stats and international copynght 
laws ako protect this manual and other printed matter accompanying ths Product. Vilators wil be prosecuted. 


EE 


